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Background of the Invention 

1. Field of the Invention 

10 [0001] This invention relates generally to computer content utilization, and more particularly to 
a method for controlling access to computer readable content using downloadable 
authentication. 

2. Description of the Related Art 

[0002] Currently, interactive content systems, such as game consoles, provide utility and 
15 entertainment mechanisms to individuals worldwide. For example, interactive content systems 
allow users to view digital videodiscs (DVDs), play interactive entertainment software, and 
browse the Internet. In addition, interactive content systems provide exciting learning 
environments through educational interactive software. 

[0003] Figure 1 is a block diagram showing a typical prior art interactive content system 100. 
20 The prior art interactive content system 100 generally includes a central processing unit (CPU) 
102 coupled to a system bus 104, which connects a plurality of system components. For 
example, the system bus 104 often is connected to a graphics processing unit (GPU) 106, an 
operational request source 108, a memory 110, a removable media drive 112, and video/audio 
output circuitry 1 14. 

25 [0004] In operation, removal media such as a compact disc (CD) or digital videodiscs (DVD) is 
placed into the removal media drive 112, which reads data from the CD and transfers program 
information to the memory 110. The CPU 102, in conjunction with the GPU 106, executes the 
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program instructions from memory to execute the program. In addition, the operational request 
source 108 typically is in communication with a user input device, such as a game controller, 
remote controller, keyboard, or other device capable of receiving and transferring user input 
data to the interactive content system 100, Output from the program executing on the CPU 102 
5 generally is provided to the video/audio output circuitry 114 for presentation, typically on 
television or other monitor and speaker system. 

[0005] In this manner, users are able to interact with the information presented to them via the 
operational request source 108. As can be appreciated, removable media, such as a CD or 
DVD, needs to be distributed to users of the interactive content system 100 in order for the 
10 users to access the content of the CD or DVD. In order for content developers to charge for 
content on CDs or DVDs, the CDs or DVDs generally must be sold to the end users. That is, 
the user generally must pay for the CD, and then the CD is provided to the user for use in the 
interactive content system 100. 

[0006] However, this paradigm restricts many forms of distribution. CDs represent a cheap 
15 form of media content distribution. That is, the cost of manufacturing a CD is a fraction of the 
cost of developing the content stored on the CD. Moreover, CDs and DVDs can store a large 
amount of data, for example, an average CD can store over 650 megabytes (MB) of data. As a 
result, CDs and DVDs are a desirable method of data distribution. Unfortunately, the 
conventional paradigm for purchasing CDs, DVDs, and other removable media generally is not 
20 conducive to mass distribution efforts because the user must first purchase the removable media 
before physically obtaining the CD or DVD in order for distributors, developers, and others to 
profit from the transaction. 

[0007] Although online forms of data distribution can be utilized, downloading 650 MB of data 
for the average user is a tremendous task. For example, a typical digital subscriber line (DSL) 
25 connection generally allows data transfer rates in the range of about 500-800 KiloBits per 



SONYP026(SCEA02021US00) 



Patent Application 



second (kbps). Thus, even a fast online connection can require several hours to download the 
amount of data provided on a single CD. Moreover, DVDs generally allow even greater storage 
capacity, thus further increasing the time required to download an equivalent amount of data. 
[0008] In view of the foregoing, there is a need for a content distribution method that allows a 
user to physically obtain content via removable media, such as CDs and DVDs, without 
payment, yet allows developers to charge for the actual usage of the content. The method 
should provide the advantages of low cost, high capacity data distribution of physical 
removable media distribution, without requiring payment prior to physically distributing the 
media. 
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Summary of the Invention 

[0009] Broadly speaking, the present invention fills these needs by providing techniques for 
controlling access to computer readable media using downloadable authentication. 
Embodiments of the present invention provide computer readable content, for example on 
5 computer readable media, which must be unlocked prior to usage. An authentication code, for 
example in the form of a digital authentication ticket, is utilized to unlock the content. In one 
embodiment, a method for controlling access to computer readable media is disclosed. The 
method includes receiving a digital authentication ticket, which includes a digital code, from a 
client device using a computer system that includes particular computer readable content. A 

10 determination is made as to whether the digital authentication ticket corresponds to the 
particular computer readable content. Access is provided to the particular computer readable 
content when the digital authentication ticket corresponds to the particular computer readable 
content. Conversely, access to the particular computer readable content is prevented when the 
digital authentication ticket does not correspond to the particular computer readable content. In 

15 one aspect, the digital authentication ticket can be transmitted to the client device in response to 
receiving a request for the digital authentication ticket. Also, the request for the digital 
authentication ticket can be processed such that a fee is charged to the user. Optionally, 
wireless transmission techniques can be used to transmit the digital authentication from the 
payment server to the client device, and from the client device to the computer system. 

20 [0010] In an additional embodiment, a system is disclosed for controlling access to computer 
readable media. The system includes a payment server capable of receiving a request for a 
digital authentication ticket corresponding to particular computer readable content. The 
payment server is further capable of transmitting the digital authentication ticket to the client 
device. A computer system having the particular computer readable content also is included. 

25 The computer system is capable of receiving the digital authentication ticket from the client 
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device. The computer system includes program instructions that prevent access to the particular 
computer readable content when the digital authentication ticket does not correspond to the 
particular computer readable content. Optionally, the system can include a game server that 
stores a plurality of digital authentication tickets. In this aspect, the game server can transmit 
5 the digital authentication ticket to the payment server. Generally, the computer system is 
located locally to the client device when the client device transmits the digital authentication 
ticket to the computer system. As above, wireless transmission techniques can be used to 
transmit the digital authentication from the payment server to the client device, and from the 
client device to the computer system. 

10 [0011] In a further embodiment, a computer program embodied on a computer readable 
medium is disclosed. The computer program includes computer instructions that receive a 
digital authentication ticket from a client device using a computer system having particular 
computer readable content. As above, the digital authentication ticket includes a digital code. 
In addition, computer instructions are included that determine whether the digital authentication 

15 ticket corresponds to the particular computer readable content. Computer instructions also are 
included that prevent access to the particular computer readable content when the digital 
authentication ticket does not correspond to the particular computer readable content. Similar 
to above, the digital authentication ticket can be transmitted from a payment server to the client 
device in response to receiving a request for the digital authentication ticket. In addition, the 

20 digital authentication ticket can be transmitted from a game server, which stores a plurality of 
digital authentication tickets, to the payment server. Other aspects and advantages of the 
invention will become apparent from the following detailed description, taken in conjunction 
with the accompanying drawings, illustrating by way of example the principles of the invention. 
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Brief Description of the Drawings 

[0012] The invention, together with further advantages thereof, may best be understood by 
reference to the following description taken in conjunction with the accompanying drawings in 
which: 

5 [0013] Figure 1 is a block diagram showing a typical prior art interactive content system; 

[0014] Figure 2 is a diagram showing an authentication system for controlling access to 
computer readable media content, in accordance with an embodiment of the present invention; 
[0015] Figure 3 is a flowchart showing a method for controlling access to computer readable 
media using downloadable authentication, in accordance with an embodiment of the present 
10 invention; 

[0016] Figure 4 is a flowchart showing a method for client side operations for controlling 
access to computer readable media using downloadable authentication, in accordance with an 
embodiment of the present invention; 

[0017] Figure 5 is a flowchart showing a method for server side operations for controlling 
15 access to computer readable media using downloadable authentication, in accordance with an 
embodiment of the present invention; and 

[0018] Figure 6 is flowchart showing a method for processing digital authentication tickets for 
controlling access to computer readable media using downloadable authentication, in 
accordance with an embodiment of the present invention. 

20 



SONYP026(SCEA02021US00) 6 



Patent Application 



Detailed Description of the Preferred Embodiments 



[0019] An invention is disclosed for controlling access to computer readable media using 
downloadable authentication. In general, embodiments of the present invention provide 
content, for example on computer readable media, which must be unlocked prior to usage. As 
5 used in the present description, content refers to any form of computer readable data such as 
digital movie data, computer program instructions, image data, or any other form of data 
capable of being utilized by a computer processor. An authentication code, for example in the 
form of a digital authentication ticket, is utilized to unlock the content. Thus, physical 
distribution of the content on computer readable media can be separate from distribution of the 
10 authentication code for unlocking the content. In this manner, content can be mass distributed 
to users. Then, to utilize the content, individual users can purchase the authentication code for 
unlocking the content. 

[0020] In the following description, numerous specific details are set forth in order to provide a 
thorough understanding of the present invention. It will be apparent, however, to one skilled in 
15 the art that the present invention may be practiced without some or all of these specific details. 
In other instances, well known process steps have not been described in detail in order not to 
unnecessarily obscure the present invention. 

[0021] Figure I was described in terms of the prior art. Figure 2 is a diagram showing an 
authentication system 200 for controlling access to computer readable media content, in 
20 accordance with an embodiment of the present invention. The authentication system 200 
includes a game server 208 in communication with a payment server 210. In addition, an 
interactive content system 202 can be in communication with the game server 208 via a wide 
area network such as the Internet 206. However, it should be noted that the interaction content 
system 202 is not required to be in communication with the game server 208. 
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[0022] In communication with the payment server 210, is a client device 216, which can be any 
device capable of communicating with the payment server 210, such as a personal digital 
assistant (PDA), cell phone, laptop computer, or desktop computer. In one embodiment, the 
client device 216 is in communication with the payment server 210 via a wireless 
5 communication network 212. For example, the wireless communication network 212 can be a 
cellular phone network, wherein numerous base stations are used for communication, each base 
station covering a cell (small geographic area), which slightly overlaps adjacent cells at the 
borders. The multiple cells, combined with low power transmitters, allow the same frequencies 
to be reused with different conversations in different cells within the same city or locale. 

10 [0023] The authentication system 200 controls access to computer readable media content 
through the use of digital authentication tickets 214. Specifically, locked computer readable 
media content, which cannot be accessed by a user without authorization, is distributed to the 
interactive content system 202. Distribution can be achieved, for example, using removable 
media 204, such as CDs or DVDs, or via the wide area network 206. As mentioned above, CDs 

15 represent a cheap form of media content distribution, since the cost of manufacturing a CD is a 
fraction of the cost of developing the content stored on the CD. Moreover, CDs and DVDs can 
store a large amount of data, for example, an average CD can store over 650 MB of data. As a 
result, CDs and DVDs are a desirable method of data distribution. 

[0024] In addition, as mentioned above, the locked computer readable content can be provided 
20 to the interactive content system 202 via the Internet. For example, in one embodiment, the 
locked computer readable media content is stored on the game server 208. The locked 
computer readable media content is made available to users in some manner, such as via a Web 
page, or through a media content access system specific to the particular interactive content 
system 202. In either case, the locked computer readable media content is downloaded to the 
25 interactive content system 202 by way of the wide area network 206. 
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[0025] To avoid requiring the user first purchase the removable media 204 prior to physically 
obtaining the removable media 204, embodiments of the present invention distribute the 
computer readable media content locked. That is, the user cannot fully utilize the computer 
readable media content until the computer readable media content is unlocked. For example, in 
5 one embodiment, locked media content cannot be accessed in any manner until the media 
content is unlocked. In a further embodiment, the user is provided limited access to the locked 
media content until the media content is unlocked, at which time full access to the media 
content is granted. 

[0026] To provide access to locked computer readable media content, embodiments of the 
10 present invention utilize digital authentication tickets 214. When the user desires access to 
locked computer readable media, the user employs the client device 216 to access the payment 
server 210 via the wireless communication network 212. Specifically, the client device 216 
transmits a purchase request 218 to the payment server 210. Generally, the purchase request 
identifies the user and the particular computer readable media content to unlock. In addition, 
15 the purchase request includes payment information, such as credit card data, user account data, 
or other information that allows the payment server 210 to charge a fee or otherwise process the 
digital authentication ticket 214. However, it should be noted that the purchase request can 
include any information that facilitates the purchase transaction, assists the content provider in 
identifying and tracking content usage, or any other data that may be desired by the content 
20 provider. 

[0027] Once received, the payment server 210 processes the purchase request. For example, 
the payment server 210 can charge the user's account or credit card a predefined fee for the 
digital authentication ticket 214. In one embodiment, the content provider can determine 
pricing for the locked computer readable media content. For example, the content provider can 
25 set a fixed price for access to the locked computer readable media content, or a variable price, 
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such as a flexible price depending on geographical area, group membership, or any other 
criteria. 

[0028] After successfully processing the purchase request 218, the payment server 210 obtains 
an appropriate digital authentication ticket 214. In one embodiment, as illustrated in Figure 2, 
5 the payment server 210 obtains the digital authentication ticket 214 from the game server 208, 
which can store a plurality of digital authentication tickets 214 for use in unlocking locked 
computer readable media content. Each digital authentication ticket 214 generally comprises a 
digital code that is utilized for unlocking content, as described in greater detail subsequently. 
Optionally, the payment server 210 can obtain a plurality of digital authentication tickets 214 in 
10 advance from the game server 208. In this manner, the payment server 210 can process a 
plurality of purchase requests 218 internally before obtaining additional digital authentication 
tickets 214 from the game server 208. 

[0029] The payment server 210 then provides the digital authentication ticket 214 to the to the 
client device 216 via the wireless communication network 212. In one embodiment, the 

15 payment server 210 can be located in a mobile Electronic Contract (EC) system, which allows 
commerce through a mobile device, such as cell phone or PDA. Mobile EC systems provide 
mobility to the user, allowing the user to perform transactions from most locations. In addition, 
mobile EC systems can provide personalized and location aware services to be processed. In 
this manner, the client device 216 can safely store personalized information that can be taken 

20 anywhere the client device 216 is located. As a result, digital authentication tickets 214 can be 
purchased almost anytime, and almost anywhere the user takes the client device 216. 
[0030] Upon receipt, the client device 216 stores the digital authentication ticket 214 in 
memory. The client device 216 can thereafter be utilized to transmit the digital authentication 
ticket 214 to the interactive content system 202 in order to unlock the corresponding locked 

25 computer readable media content. Transmission of the digital authentication ticket 214 can be 
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accomplished either using a wireless transmission means, such as Infrared data association 
(IrDA) or Bluetooth, or through a physical connection, such as a USB port. Generally, the 
digital authentication ticket 214 expires once it is utilized to unlock the computer readable 
media. This prevents from unlocking content on additional interactive content systems 202. 
5 The interactive content system 202 can then examine the digital authentication ticket 214 to 
verify that the user has purchased the right to utilize the locked computer readable media 
content, as described in greater detail below. 

[0031] Figure 3 is a flowchart showing a method 300 for controlling access to computer 
readable media using downloadable authentication, in accordance with an embodiment of the 

10 present invention. In an initial operation 302, preprocess operations are performed. Preprocess 
operation can include, for example, developing computer readable media content, locking the 
content such that a particular digital authentication ticket is required to unlock the content, and 
other preprocess operations that will be apparent to those skilled in the art after a careful 
reading of the present disclosure. 

15 [0032] In operation 304, locked computer readable media content is distributed. Generally, the 
locked computer readable media content is distributed using computer readable media, such as 
CDs or DVDs. However, as described above, the locked computer readable media content can 
be distributed through a wide area network, such as the Internet, using the game server. Thus, 
embodiments of the present invention can provide content on computer readable media that 

20 must be unlocked prior to usage. An authentication code, for example in the form of a digital 
ticket, is utilized to unlock the content. Thus, physical distribution of the content on computer 
readable media can be separate from distribution of the authentication code for unlocking the 
content. In this manner, content can be mass distributed to users, yet still allow content 
developers to be compensated for usage of the content. 
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[0033] A payment request is received from a client device for the locked content, in operation 
306. When a user desires access to the locked computer readable content, the user employs the 
client device to transmit a purchase request to the payment server. Generally, the purchase 
request identifies the locked content and provides user information that facilitates the purchase 
5 transaction. For example, the purchase request can identify a particular game software product 
that is locked and further provide the user's credit card information to facilitate fee processing 
for the locked content. 

[0034] In operation 308, a digital authentication ticket is provided to the user. After processing 
the purchase request, the payment server transmits a corresponding digital authentication ticket 

10 to the client device. The client device then stores the received digital authentication ticket for 
later use in unlocking the locked computer readable media content. In this manner, the user can 
purchase access to locked content anytime and anywhere the client device has access to the 
wireless communication network. When the user is ready to access the locked content, the user 
employs the client device to provide the digital authentication ticket to the interactive content 

15 system, as described next. 

[0035] The digital authentication ticket is utilized to unlock the locked computer readable 
media content, in operation 310. The stored digital authentication ticket is transmitted from the 
client device to the interactive content system in order to unlock the corresponding locked 
computer readable media content. The interactive content system then examines the digital 

20 authentication ticket to verify that the user has purchased the right to utilize the locked 
computer readable media content. Once the digital authentication ticket is verified, the 
computer readable media content is unlocked such that the content is available for use by the 
user. Post process operations are performed in operation 312. Post process operations can 
include, for example, utilization of the unlocked content and other post process operations that 

25 will be apparent to those skilled in the art after a careful reading of the present disclosure. 
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[0036] Figure 4 is a flowchart showing a method 400 for client side operations for controlling 
access to computer readable media using downloadable authentication, in accordance with an 
embodiment of the present invention. In an initial operation 402, preprocess operations are 
performed. Preprocess operations can include, for example, selecting particular computer 
5 readable media content and other preprocess operations that will be apparent to those skilled in 
the art after a careful reading of the present disclosure. 

[0037] In operation 404, the content identification for locked content is obtained. Generally, 
the content identification can be anything that identifies the locked content, such as an 
alphanumeric code that identifies the locked content. The payment server and/or game server 
10 utilizes the content identification to determine which digital authentication ticket should be 
provided to the client device. 

[0038] In operation 406, a purchase request having the content identification is transmitted to 
the payment server. Generally, the purchase request identifies the user and the particular 
computer readable media content to unlock via the content identification. In addition, the 

15 purchase request includes payment information, such as credit card data, user account data, or 
other information that allows the payment server to charge a fee or otherwise process the digital 
authentication ticket. However, it should be noted that the purchase request can include any 
information that facilitates the purchase transaction, assist the content provide in identifying and 
tracking content usage, or any other data that may be desired by the content provider. 

20 [0039] A digital authentication ticket is received from the payment server, in operation 408. 
Upon receipt, the client device stores the digital authentication ticket in memory. As mentioned 
above, the client device generally is a mobile client device such as cell phone or PDA. 
However, any device capable of communication with the payment server can be utilized, such 
as a desktop computer. In either case, the memory of the client device is utilized to store the 

25 received digital authentication ticket. 
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[0040] In operation 410, the digital authentication ticket is provided to the interactive content 
system. The client device transmits the digital authentication ticket to the interactive content 
system in order to unlock the corresponding locked computer readable media content. As 
mentioned previously, transmission of the digital authentication ticket can be accomplished 
5 either using a wireless transmission means, such as IrDA or Bluetooth, or through a physical 
connection, such as a USB port. Generally, the digital authentication ticket expires once it is 
utilized to unlock the computer readable media. This prevents from unlocking content on 
additional interactive content systems. 

[0041] The content then is accessed in operation 412. The interactive content system examines 
10 the digital authentication ticket to verify that the user has purchased the right to utilize the 
locked computer readable media content. Once verified, the computer readable content is 
unlocked and the user is permitted to access and utilize the content. Post process operations are 
performed in operation 414. Post process operations can include, for example, transmitting 
further purchase requests to unlock additional content and other post process operations that 
15 will be apparent to those skilled in the art after a careful reading of the present disclosure. 

[0042] Figure 5 is a flowchart showing a method 500 for server side operations for controlling 
access to computer readable media using downloadable authentication, in accordance with an 
embodiment of the present invention. In an initial operation 502, preprocess operations are 
performed. Preprocess operations can include, for example, generating digital authentication 
20 tickets for unlocking particular locked content, optionally providing a plurality of digital 
authentication tickets to the payment server, distributing locked computer readable content, and 
other preprocess operations that will be apparent to those skilled in the art after a careful 
reading of the present disclosure. 

[0043] In operation 504, a purchase request is received from a user. The user employs a client 
25 device to transmit the purchase request to the payment server. Generally, the purchase request 
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identifies the user and the particular computer readable media content to unlock. In addition, 
the purchase request includes payment information, such as credit card data, user account data, 
or other information that allows the payment server to charge a fee or otherwise process the 
digital authentication ticket. However, it should be noted that the purchase request can include 
any information that facilitates the purchase transaction, assist the content provide in identifying 
and tracking content usage, or any other data that may be desired by the content provider. 
[0044] The purchase request then is examined to determine the content identification (ED), in 
operation 506. The content identification can be anything that identifies the locked content, 
such as an alphanumeric code that identifies the locked content. The payment server and/or 
game server utilize the content identification to determine which digital authentication ticket 
should be provided to the client device. 

[0045] In operation 508, the user is charged a fee associated with the content ID. Generally, the 
purchase request identifies the user and the particular computer readable media content to 
unlock via the content identification. In addition, the purchase request includes payment 
information, such as credit card data, user account data, or other information that allows the 
payment server to charge a fee or otherwise process the digital authentication ticket. However, 
it should be noted that the purchase request can include any information that facilitates the 
purchase transaction, assists the content provider in identifying and tracking content usage, or 
any other data that may be desired by the content provider. The payment server can charge the 
user's account or credit card a predefined fee for the digital authentication ticket. In one 
embodiment, the content provider can determine pricing for the locked computer readable 
media content. For example, the content provider can set a fixed price for access to the locked 
computer readable media content, or a variable price, such as a flexible price depending on 
geographical area, group membership, or any other criteria. 
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[0046] The payment server obtains a digital authentication ticket from the game server, in 
operation 510. After successfully processing the purchase request, the payment server obtains 
an appropriate digital authentication ticket. In one embodiment, the payment server can obtain 
the digital authentication ticket from the game server after processing the purchase request. As 
5 described above, the game server can store digital authentication tickets for use in unlocking 
locked computer readable media content. Each digital authentication ticket generally comprises 
a digital code that is utilized for unlocking content, as described in greater detail subsequently. 
Optionally, the payment server can obtain a plurality of digital authentication tickets in advance 
from the game server. In this manner, the payment server can process a plurality of purchase 
10 requests internally before obtaining additional digital authentication tickets from the game 
server. 

[0047] In operation 512, the digital authentication ticket is provided to the user. The payment 
server provides the digital authentication ticket to the to the client device via the wireless 
communication network. As described previously, the payment server can be located in a 

15 mobile EC system, which allows commerce through a mobile device, such as cell phone or 
PDA. Mobile EC systems provide mobility to the user, allowing the user to perform 
transactions from most locations, and can provide personalized and location aware services to 
be processed. In this manner, the client device can safely store personalized information that 
can be taken anywhere the client device is located. As a result, digital authentication tickets can 

20 be purchased almost anytime, and almost anywhere the user takes the client device. Post 
process operations are then performed in operation 514. Post process operations can include, 
for example, further purchase request processing, replenishing digital authentication ticket 
supplies via the game server, and other post process operations that will be apparent to those 
skilled in the art after a careful reading of the present disclosure. 
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[0048] Figure 6 is flowchart showing a method 600 for processing digital authentication tickets 
for controlling access to computer readable media using downloadable authentication, in 
accordance with an embodiment of the present invention. In an initial operation 602, 
preprocess operations are performed. Preprocess operations can include, for example, loading 
5 locked computer readable media content onto the interactive content system, configuring the 
interactive content system to operate with particular client devices, and other preprocess 
operations that will be apparent to those skilled in the art after a careful reading of the present 
disclosure. 

[0049] In operation 604, the interactive content system receives a request to utilize particular 
10 computer readable content from a user. Typically, the user employs an input device, such as a 
keyboard or game controller, to request access to particular content. For example, a menu can 
be displayed to the user when the content is loaded onto the system. The user can then select 
items on the menu to request access to particular computer readable media content. 
[0050] A decision is then made, in operation 606, as to whether the requested content is 
15 currently locked. As mentioned previously, embodiments of the present invention distribute the 
computer readable media content locked to avoid requiring the user first purchase the 
removable media prior to physically obtaining the removable media. That is, the user cannot 
fully utilize the computer readable media content until the computer readable media content is 
unlocked. For example, in one embodiment, locked media content cannot be accessed in any 
20 manner until the media content is unlocked. In a further embodiment, the user is provided 
limited access to the locked media content until the media content is unlocked, at which time 
full access to the media content is granted. Thus, in operation 606, the locked status of the 
requested content is checked. If the requested content is currently locked, the method 600 
continues to operation 608. Otherwise, the method 600 branches to operation 616. 
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[0051] If the requested content is currently locked, the user is prompted for a digital 
authentication ticket, in operation 608. For example, a window can be displayed to the user that 
requests the user for the appropriate digital authentication ticket for the locked content. In this 
manner, the user is reminded that a digital authentication ticket is required to access the locked 
5 content. Thus, if the user does not currently possess the correct digital authentication ticket for 
the requested software, the user can be informed where to obtain the digital authentication 
ticket, and optionally, the fee for the digital authentication ticket. 

[0052] In operation 610, the digital authentication ticket is received from the user. As 
described previously, a client device generally is utilized to transmit a digital authentication 
10 ticket to the interactive content system in order to unlock the corresponding locked computer 
readable media content. Transmission of the digital authentication ticket can be accomplished 
either using a wireless transmission device or system, such as IrDA, WiFi (802.1 lx), or 
Bluetooth, or through a physical connection, such as a USB port. 

[0053] A decision is then made as to whether the received digital authentication ticket is valid 
15 for the requested content, in operation 612. The interactive content system examines the digital 
authentication ticket to verify that the user has purchased the right to utilize the locked 
computer readable media content. If the received digital authentication ticket is valid for the 
requested content, the method 600 continues to operation 614. Otherwise, the method 600 
branches to operation 618. 
20 [0054] In operation 614, the requested content is unlocked. As mentioned above, embodiments 
of the present invention utilize computer readable media content that is locked to avoid 
requiring the user first purchase the removable media prior to physically obtaining the 
removable media. The user cannot fully utilize the computer readable media content until the 
computer readable media content is unlocked. Thus, in operation 614, the interactive content 
25 system unlocks the requested content. 
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[0055] The user then is allowed to access the content, in operation 616. Once the requested 
content is unlocked, the user is permitted to access the content. Optionally, the content can be 
listed as unlocked after the digital authentication ticket is verified such that the user can 
continue to access the content after the initial use. In an additional embodiment, the content can 
5 be unlocked for one use, thereafter requiring additional digital authentication tickets for 
subsequent access to the content. 

[0056] When the digital authentication ticket is not valid, the user is prevented from accessing 
the requested content, in operation 618. Typically, the user will be informed that an invalid 
digital authentication ticket was transmitted to the system for the requested content. Post 
10 process operations are then performed in operation 620. Post operations can include, for 
example, further requests for content, further digital authentication ticket validation, and other 
post process operations that will be apparent to those skilled in the art after a careful reading of 
the present disclosure. 

[0057] Although the foregoing invention has been described in some detail for purposes of 
15 clarity of understanding, it will be apparent that certain changes and modifications may be 
practiced within the scope of the appended claims. Accordingly, the present embodiments are 
to be considered as illustrative and not restrictive, and the invention is not to be limited to the 
details given herein, but may be modified within the scope and equivalents of the appended 
claims. 

20 What is claimed is: 
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